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PARENTS 



(VI KM () R Y M A \() R ch a I fences c. h i Id re n to 
improve their visual memory shills. Visual 
memory shills are Fundamental to many aspects 
of learning, I hey aid in the development of 
reading, writing, and math skills and are impor- 
taut in helping children learn to interact with 
the world around them. 

In MEMORY .MANOR, a rain shower 
smudges the windows of two buildings and your 
child rdicson memory to recall which windows 
hold prizes and which hold frowning faces. With 
the help of Wee Willie the window washer, your 
child sets out to wash the prize windows and 
avoid the frowning face windows before the win¬ 
dow wash supply runs out arid ilu; sun goes 
down 

I IS! IER-PRICE™ Learning Software is 

designed to make il easy for children to leant 
through creative piny, needing little more 
than imagination and a joystick. These 
brief instructions will help you gel off to a 
quick start 

VitM( ||fl 1LA.M Jk v.,v, Ji^inrifd -iiiri Jii-doartt li.y 
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HOW DO I START? 


■ Ik sure the computer is turned off 

* Plug in the joystick fl Ise Pori 2 for 
Commodore 64) 

* Insert the cart nidge into the slot. Be sure 
the laliel faces you, 

■ lurn on the [decision or monitor and 
the computer, 

■ After playing, tie sure the computer is turned 
off before removing the cartridge. 
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SELECT A LEVEL 


] . I'singlhe joy si ie k, gu i tie Wee W 1 1 1 i p 

among tlit three windows and choose l he 
level that you warn. 

2 Press t lie joy st i c k button * i o start. 

There arc 3 game levels Higher levels 
vluilierige your child to unrulier a greater 
number of prints with a limited amount yt 
window wash. Additionally, in level 3, the 
game is twer when l he sun goes down 
* (Press any button forColeeo) 


HOW DO l WIN? 


Try to score as main [mintsas you can 
by washing the windows that hold prizes, 
You can also increase your score 
hy uncovering ail the prizes wilhnut 
'} using 11|.' file window wash 


WH AT DO I DO? 

Before Washing 

1. I. Ise t he joy st k It I a I'ly I he betirnpl er so 
ii is right above a bucket. 

2. Press the joystick button* to HIJ the bucket. 
YOU NEED TO PILL 6 ISUCKET5. 



3 VV hen Wee Wil I ie ju nips. 11 se r lie joyst ic.k 
lu I'ly die helicopter to hirn. Press tile joy- 
stick button* lo pick him up, 

A p}v Wee Will ie to n starting poind on one 
oft! ie buildings. Press the joy slick button* 
to drop Wee Willie oKf. 
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HSI!KR im:i I E'lAHNJNd SOM WAW MIlRANTN' POLICY' 

If ihrs product should prove defpcli ve hy muson iff impm-iurr nwnrk 
nv.u\s.hiji or jiutcn.iL during die lii *[ 50 Jay*, fitsm ihi-. iLw lvI original 
puntlinw return \i to ihe dealer fmm whom il wa s pi iiy bawd lor o 
frve refJiitjenienl 

If il should prove (Irfieuliw nfl er l lmfirsn -50 d.fts, rrwil ll lo FISHLR- 

] J HfCf- I.SiiminfiSol'nwnj hlc this addncst*' 

l : 1^1 1 h If I*ftlC I’ LcamingLuare 
Customer Service 
PO.IW 1527 

</-,.i,rrJ>ri«|j4ie. MassachLseiH U223B 

rr»] 7) ^4-1222 


\Wmory Maimr 
Proof »F-Purchase 
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FisKer-Pricc 

Learning Software 


TO KELP 15 PROVIDE VOl HTHI BKTI KH SKHVK K IN NIK N.TKHE 
PLI-A5K VAIL THIS CARD 10 KI5HKH PRICE I.KARNIM', SOFTUAFiK WITHfN 
ID DAVS Ah t KR I UK DA IK OK ORIGINAL M Rt MASK. 














During Washing 

1. Use the joystick to move Wee Willie 

Around the buildings. 

2. Move Wee Willie to a bucket. Press the 
joy slick button* 10 fill Wee Willie's 
sponge. A I ILL SP0NG1- CAN WASH 
;-j WINDOWS, 

3. Move Wee Willie to a window and press 
the joystick button* 1 to start washing. 

4. If you hear a Iili&c when you try its wash, 
your sponge is dry and you need to pick 
up more window wash. 

rl. II' you wash a wii ulow wit h a Frnwnirig 

face, you lose all the window wash in the 
sponge, Wee Willie will need more window 
wash Ui continue. 

. Wa toh i be n umber he I ow each btii I ding. 
The number tells you how many prizes 
are left to be uncovered. 

* (Press any button For Colcco) 
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